Games Programming & Graphics - Assessment

Students are required to complete a set of worksheets (in their own time) that demonstrate their practical understanding of various techniques and algorithms discussed during each lecture. Some tutorial time will be provided to help facilitate this and to enable progress monitoring throughout the year. Assessment of student progress will be managed through a combination of continual assessment (worksheets) and a mid semester assignment. 
	Assignment		50%
	Worksheets		50%



Worksheet 1 - LINES
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Worksheet 1a
Create a render class to handle all future render calls
Implement the Direct Scan algorithm
Thoroughly test your code to ensure it is capable of rendering a line at any orientation. Demonstrate this through the implementation of a simple animation that rotates the line about its’ mid-point.

Worksheet 1b
Implement the DDA algorithm
Thoroughly test your code as in Worksheet 1a



Worksheet 1c
Implement Bresenham’s line drawing algorithm
Add a simple timer to your implementation that allows you to run comparative testing for all three methods. 
Calculate the total time taken to draw 100 random lines on screen using each line drawing method. Produce a printout that ranks each algorithm in order of speed.	

Worksheet 1d
Prove, through practical application, that the use of symmetry to draw a circle increases performance.
Run comparative testing (as in Worksheet 1c) to establish the degree of efficiency savings made

